Listing of the Claims: 

please amend the claims as follows and replace all prior versions and listings of the claims in the 
application with the following listing of claims: 

1-12. (Canceled) 

13. (Currently Amended) A method for providing simultaneous context based audio 

interaction among a plurality of participants in a network based gaming environment, the 
method comprising: 

using a single centralized game server configured to host a single instance of a dynamic, 
multi-user, network based game to establish a network based game environment 
containing identifications for a plurality of game participants, the game comprising 
integrated voice over internet protocol communication capabilities; 
maintaining a game state profile for each one of the game participant identifications at the 
game server, each game state profile comprising game specific context for a given game 
participant identification; 

using-the-gan^e- s c rv c r to-identifo-a-plurality of groups-of-participant idefv t i-fic- a tions base d 
setety-upen4he- rnaintaincd game-st - ate profiles, each group comprising a-pksrality of 
paft- ^pant - 4 den tifi cations having -within the game state profiles a shared -game cont e xt 
eofflpiising-paj amet e rs or aurife« * es4h.at permit audio-Gemniunication - am - oa g- the game 

using solely the game server to send instructions to a conference server separate from the 
game server [[and]] to establish a plurality of simultaneous and independent voice over 
internet protocol based audio conferences within the network based game environment 
all of the a udio conferences contained withintbe single network based g a me instance , 
each audio conference comprising a group of parti cipant identifications, each group 
comprising a plurality of participant identifications having a shared game context within 
the game state profiles comprisin g parameters or attributes that permit audio 
communication among, the game participants associated with those participant 
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identifications and audio paths between a plurality of geo g raphically distributed audio 
mixers and communication devices associated with each game participant identification 
in that group; 

ass-oe-iated with one of - the identiiied-groHps -- Qf-par4k-i^ajrt--i -deRt ifications an d p e rmi tting 
audio communication- for the- participants ass&e - iat6d"Wi4h- - th €-as- sociat e d grou p of 




g «fte-paft4e i paat4B-efte-e£#^^ to the instruct i ons 

using the [[established]] audio paths for the permitted audio communications among 
game participants; and 

usin g t he game se rver to switch participants amo ng the audio conferences seamlessly and 

dynamically during the single network based game instance and non-disruptivelv to the 

single network based game instance and any of the audio conferences; 

wherein the participant identifications in each group are selected by the game server 

based solely upon tiie maintained game state profiles the conference server used to 

is iblish audio paths between the plurality of geographically distributed audio mixers and 

communication devices associated with each game participant in one of the audio 

conferences solely in response to the instructions sent from the game server, each audio 

mixer separate from the communication devices associated w it h each game participant. 

game server and conference server . 

14. (Previously Presented) The method of claim 33, wherein the game specific context 
comprises a common communication medium, membership in a group, telepathic 
connections or a shared language. 

15. (Withdrawn) The method of claim 13, wherein the step of maintaining a game state 
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profile comprises maintaining a game state profile for each participant in each one of a 
plurality of distributed game servers associated with each participant. 

16. (Previously Presented) The method of claim 13. wherein at least one parti cipant 
identification is simultaneously contained in at least two identified groups of participant 
identifications and the associated game participant participates simultaneously in at least 
two of the independent audio conferences, 

17. (Canceled) 

18. (Previously Presented) The method of claim 1 3, further comprising modifying one of the 
groups of participants based upon changes in the game state profiles of game participants 
in the group. 

19. (Previously Presented) The method of claim 18, wherein the step of modifying the group 
of participants comprises removing participants or adding participants from the audio 
conference associated with that group of participants. 

20. (Canceled) 

2 1 . (Currently Amended) The method of claim 13, wherein each audio conference comprises 
a session initiation protocol based audio conference and the step of using the ga me server 
to switch participants among the audio conferences further comprises [[ing]] d y n amically 
swi tchin g a t least one parti ci p ant-betw ee n -tw o di st inct g ro ups using sessio n initiation 
protocol signaling messages to switch participan ts among the audi o conferences . 

22. (Previously Presented) The method of claim 13, wherein the game server comprises a 
back-to-back user agent and maintains audio conferences on behalf of the game 
participants, instructing the conference server to set up each media path to point to the 
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communication device of each game participant. 



23. (Canceled) 

24. (Previously Presented) The method of claim 13, further comprising identifying a feature 
vector between each pair of participants in each audio conference, each feature vector 
comprising direction and distance i nformation between a given pair of participants; and 
using the feature vectors to modify audio signals exchanged between pairs of participants 
within a given audio conference; 

wherein the audio feature vector comprises information about distance, direction, 
communication medium, transmission frequency or transmission amplitude. 

25. (Previously Presented) The method of claim 24, further comprising modifying the audio 
feature vector in response to changes in the game state profiles of the audio conference 
participants. 

26. (Currently Amended) A non-transitory computer readable medium containing a computer 
executable code that when read by a computer causes the computer to perform a method 
for providing simultaneous context based audio interaction among a plurality of 
participants in a network based gaming environment, the method comprising; 

using a single centralized game server configured to host a single instance of a dynamic, 
multi-user, network based game to establish a network based game environment 
containing identifications for a plurality of game participants, the game comprising 
integrated voice over internet protocol communication capabilities; 

maintaining a game state profi le for each one of the game participant identifications at the 
game server, each game state profile comprising game specific context for a given game 
participant identification; 





so l cly-upon-the-ma i ntained game 



-pro files, 
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par t ic ip a nt ideflt&eafi«ns4*av-mg- within the- game stat e - pr-efti e s a s har e d -game c o n t e xt 
c ompri s ing p a ram ete r s or a ttribut es th at p e rmit audio co mmunicat io n am o ng the game 
partie - ipants associated with those participant identifications; 

using solely the game server to send instructions to a conference server separate from the 
game server [[and]] to establish a plurality of simultaneous and independent voice over 
internet protocol based audio conferences within the network based game environment! 
all of the audio conferences contained within the single net-work based game instance , 
each audio conference comprising a group of participant identifications, each group 
com prising a plurality of participant identifications having a shared game context within 
the game state profiles comprising parameters or attributes that permit audio 
communication among the game participants associated with those participant 
identifications and audio paths between a plurality of geographically distributed audio 
mixers and communication devices associated with each game participant identification 
in that group; 

associated w i th on e of th e i d ent ified g r oups -of participant id e ntifications an d p e rm itting 
au dio c om mur ti c atten-for the - partici p a nts as s o ciated with the asso ciated group of 
parti cipant id e ntific ations; 

u si ng th e conf e r e nc e serv e r to e stablish - -an - a ad kH p at h be tw e en a p lu r ality of 
g e ogra ph ically distr ibut e d a udio mixers and communication devices asso ci ate d -w it h ea ch 
game p articipant in on e of the au dio conferences solely in response to she i nstr uctions 
se nt fro m- th e game s e rver, e ach audi o mixer separate from the game particip ants , game 
server and confere nce s er ve r; and 

using the [[established]] audio paths for the permitted audio communications among 
game participants; and 

using the game server to switch participants among the audio conferences seamlessly and 
dynamically during the single network based same instance and non-disruptivelv to the 
single network based game instance and any of the audio conferences: 
wherein th e partici pant identifications in each group are selected by the game server 
based sole ly u pon the maintained game state profiles the conference server used to 
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establish audio paths between the plurality of geographically distributed au dio ...mixgrsjnd 
communication devices associated with each game participant in one of the audio 
conferences solely in response to the instructions sent from the game server, each audio 
mixer separate from the communication devices associated with the game participants, 
game server and conference server . 

27. (Currently Amended) The non-transitory computer readable medium of claim 26, wherein 
the game specific context comprises a common communication medium, membership in 
a group, telepathic connections or a shared language. 

28. (Withdrawn) The computer readable medium of claim 26, wherein the step of 
maintaining a game state profile comprises maintaining a game state profile for each 
participant in each one of a plurality of distributed game servers associated with each 
participant. 

29. (Currently Amended) The non-transitory computer readable medium of claim 26, wherein 
at least one participant identification is simultaneously contained in at least two identified 
groups of participant identifications and the associated game participant participates 
simul taneously in at least two of the independent audio conferences. 

30. (Canceled) 

3 1 . (Currently Amended) The non-tra nsitory computer readable medium of claim 26, further 
comprising modifying one of the groups of participants based upon changes in the game 
state profiles of game participants in the group, 

32. (Currently Amended) The non-transitory computer readable medium of claim 31. wherein 
the step of modifying the group of participants comprises removing participants or adding 
part icipants from the audio conference associated with that group of participants. 
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33. 



(Canceled) 



34, (Currently Amended) The non-transitory computer readable medium of claim 26, wherein 
each audio conference co mprise s a session initiation protocol based audio conference and 
the step of using, the game server to switch participants among the audio conferences 
further comprises[[ing]] dyfiamkafly"awH€ - htng"at - 4eai;t<>n& - participant- - between two 
distinct groups using session initiation protoco l si gnaling messages to switch participants 
among the audio conferences , 

35, (Currently Amended) The non-transitory computer readable medium of claim 26, wherein 
the game server comprises a back-to-back user agent and maintains audio conferences on 
behalf of the game participants, instructing the conference server to set up each media 
path to point to the communication device of each game participant. 

36, (Canceled) 

37, (Currently Amended) The non-transitory computer readable medium of claim 26, further 
comprising identifying a feature vector between each pair of participants in each audio 
conference, each feature vector comprising direction and distance information between a 
given pair of participants; and 

using the feature vectors to modify audio signals exchanged between pairs of participants 
within a given audio conference; 

wherein the audio feature vector comprises information about distance, direction, 
communication medium, transmission frequency or transmission amplitude. 

3 8 . (Current ly Amended ) The non-tra nsi t or y computer readah! e medi urn of claim 3 7 , further 
comprising modifying the audio feature vector in response to changes in the game state 
profiles of the audio conference participants. 
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39. 



(Previously Presented) The method of claim 13, wherein the game comprises a sports 
themed game. 



40. (Previously Presented) The method of claim 13, wherein at least one participant 
identification is simultaneously contained in at least two identified groups of participant 
identifications and the associated game participant participates simultaneously in at least 
two of the independent audio conferences based on single shared contexts within the 
game state profile that comprises attributes separate from physical proximity among game 
participants within the game environment. 

41 . (Previously Presented) The method of claim 13, wherein the shared game context 
comprises attributes separate from physical proximity among game participants within the 
game environment. 

42. (New) The method of claim 21, wherein the step of using session initiation protocol 
signaling messages to switch participants among the audio conferences further comprises: 

obtaining a signal description protocol at the game server from each game 
participant identification using session initiation protocol signaling messages; and 
obtaining a signal description protocol at the game server for the conference 
server and each audio mixer using session initiation protocol signaling messages. 

43. (New) The method of claim 43, further comprising: 

obtaining audio path information for each game participant identification from its 
signal description protocol and communicating the obtained audio path 
information to the conference server and each audio mixer; and 
obtaining audio path information for the conference server and each audio mixer 
from its signal description protocol and communication the obtain audio path 
information to the game participant identifications; and 
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using the communicated audio path information to establish the aiidio paths 
between the plurality of geographically distributed audio mixers and 
communication devices associated with each game participant identification in 
each group. 
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